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ABOUT CYBERDREAMS 


ДЕТ was formed in 1990 to create high quality entertainment software. 
Each product is designed. seripted and story boarded by game play experts and top 
designers collaborating with world renowned literary and visual artists such as Н.К. 
Giger (Alien), Syd Mead (Blade Runner, TRON. 2010), Harlan Ellison (the most hon- 
ored author in the world of imaginative literature) and Gary Gygax (legendary creator of 
Advanced Dungeons & Dragons). Once designed, the products are then developed by a 





dedicated and growing team of programmers and artists committed to excellence. 


In recognition of their commitment, Cyberdreams was awarded the coveted 1993 
Software Publisher Association’s Award for Excellence in Software for DARK SEED, an 
adventure based upon the fantastic artwork of H.R. Giger. 


A Very Special Thanks То: 
Syd Mead for his inspiration and stunning artwork. 
Rolf and Jean Klug for their commitment. 
The entire Cyberdreams staff for their dedication and artistry. 


As well as the people in their lives who supported their efforts. 
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NCE UPON Н FUTURE... 


Т. Terran and Kaladasian Empires nearly destroyed the galaxy in which you live. 
Their battles scorched hundreds of planet surfaces and outposts, leaving millions dead or 
without homes. This war raged without precedent. 


The battle which ended the war seemed like many others at first. A Terran Light Battle 
Cruiser had raided а Kaladasian outpost. Intent upon decimating the Terran marauder, 
a Kaladasian Dreadnought accidentally let loose its powerful new graviton beam weapon 
upon a local star, The small sun went nova - engulfing its planetary flock and all those 
who called the small worlds home. Collapsing back upon itself, a black hole appeared 
where once there had been light and life. 


This atrocity served to galvanize an already horrified galactic community. All agreed 





that the war must end. 


The solution? Replace war, 
driven by the countless sol- 
diers of feuding empires, 
with a deadly competition 
of the select and heroic few. 
A combat of technology, 
courage and strategy. Lone 
competitors representing 
their planets now struggle 
for control of the galaxy... 


CYBER RACE. 





OU ARE CLAY SHAW 


ү. watched the war tear apart the galaxy and destroy worlds. Then, with the coming 
of CyberRace, you hoped there might be peace. 


Your father, John Shaw, a First Colonel of the Terran Forces, was chosen to pilot one of 
the exotic new racing “sleds” and represent the Terrans in the new competition... and he 
did it well. Very well. 


The name John Shaw was known throughout the galaxy. Your heart was filled with 
pride. Your father! The only driver able to race head-to-head with Mugyor, the ruthless 
Kaladasian nobleman turned racer. The pride for your father blinded you to the mortal 
danger he faced each time he raced. Your father began to teach you how to pilot the 


sleds, hoping you would soon join the Terran team. 


And then it happened. Mugyor was humiliated at the track by a decisive victory for the 
Terrans - your father’s victory. While the sleds queued themselves up to return to the pits, 
Mugyor’s sled slid in behind your father’s and both of his laser cannons let go at close range. 


Your father’s sled was destroyed instantly. The 
ball of fire that ensued still roils slowly in dreams 


which these days you only half remember. 


Your father was gone. 











Mugyor claimed a technical malfunction had over- 
ridden the fail safe and caused a “misfire.” То 
prove his point he had his chief mechanic sum- 
marily executed. The truth was only too plain to 
you. Mugyor had murdered your father in cold 
and cowardly blood. The Terran Judicatio made 
little more than a formal protest and the incident 








was forgotten in the race for victory. 
Your heart turned bitter. The pride and faith you once held in the Terran regime turned 
to cynicism and mistrust. Tough, young and rebellious. you vowed never to race for an 


empire which had done nothing to punish your father’s murderer. 


Now, your only joy is the love of your life, Alyssia. Nothing else could make you race. 





BER RACE - AN OVERVIEW 


Т... are three primary phases to CyberRace play: the Pre-Race. the Race, and the 
Post-Race. 





As Clay Shaw. you will have important decisions to make not only in the race itself, but 
in the Pre-Race as well. The Post-Race will give you a summary of the results of the 
previous race. 


These three phases repeat as you progress through the game, forwarding both the story 
line and the game play. 


The Pre-Race 

This portion of game play comprise s the bulk of the non-racing portion of CyberRace. 
Each Pre-Race is made up of a series of scenes that unfold depe “nding upon how well you 
performed on the track. 


CyberRace has an interactive. branching story line. The animated scenes you see and 
the direction the story proceeds depend entirely upon your successes or failures. Win 
often and the story will unfold in your favor, Conversely. do poorly in the races, and 
you are sure to dislike w hat you see. 


Within the Pre-Race story sequences are two interactive segments which are critical to 
your success: these are the Strategy Options and the Equipment Options. 


In Strategy Options you tap the resources of the black market. You will meet some 
unsavory uae in the process. finding hardware. information, saboteurs for hire, 
even the chance to wager on the outcome of the race. 
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The Equipment Options segment is the last stop prior to the race itself. Here you can 
repair the damage to your sled caused by enemy sabotage and purchase weapons for 
your sled on the open market. 


The decisions you make in these areas can make the difference between marginal success 
and real victory! 


The Race 

Eve rything up to this point is academic once the race begins. To win at CyberRace you 
can’t do just “okay.” You must consistently win from race to race to earn the recogni- 
tion of the galaxy. Second best doesn’t cut it. 


The objective is a simple one: follow good advice, race “smart” and be the first to cross 
the finish line as often as you can! 


The Post-Race 

Here the CyberRace Po тееп gives you the tally from the race you just completed. It’s а smart 
idea to watch who is winning and who is losing. The post screen will tell you who won and how 
much damage your sled or weapons took during the 
race. You'll also be informed if you made the ve ry novice 
mistake of inflicting “friendly fire” on a teammate. 








Remember, the story will branch depending upon 
your overall success at the track. A recent string 
of victories may not improve the picture. only 
consistent pe rformance will bring you and Alyssia 
closer together and ultimately win ‘the « competition 
for the Terran Empire. 








ALYSSIA. 


and a renowned beauty. She is being held 


Alyssia is the love of your life 


captive by Dobbs, the Terran agent. The 
better you race, the more “quality time” 
you get to spend with her. Race poorly. 
and you may not see her at all. Alyssia’s 
treatment is one of the best ways to judge 
how you are doing at the track. Alyssia 
once called you the bravest man she 
knows. The CyberRace is your chance to 


prove it. 


























NARDO. Pit Chief to your father, and 
Now Nardo is 


your Pit Chief, and you couldn’t find a 


friend to his only son. 
better one in the galaxy. Aside from 
keeping the sled in shape, he has the 
tendency to keep your temper from 
overheating as well. Listen to Nardo’s 
advice; he’s been around the track a 
lot longer than you have. 





MUGYOR. An evil Lord of the Kaladasian 
Empire, Mugyor is the finest pilot out 
there... maybe even better than you. 
Mugyor killed your father. The CyberRace 
is your only chance to seek vengeance with 
honor. You'll need plenty of experience 
before you'll be able to challenge him оп 
the track. Deep down, Mugyor fears your 
innate skills. His cowardly murder of your 


father only reveals the depth of those fears. 











DOBBS. 


the Terran Empire, Dobbs is a man who 


Technocratic representative of 


considers kidnapping an unsightly, but 
effective, motivational technique. As 
much as you'd like to wring his neck, fol- 
lowing his orders and winning his boun- 
ties is the quickest way to succeed. Make 
no mistake, Dobbs is no Verillian Viper - 
all bark and no bite. Fail him and Alyssia 
will suffer. 





BLACK MARKET 
| ђ hen the Strategy Options screen appears. you'll have the opportunity to approach 


various creatures with whom you'll be cutting deals. From right to left, they are: 


FRECKLES. 


shadiest character in the cantina. 


Freckles is probably the 
A sabo- 
teur who, for the right money, would put 
Kaladasian Snapping Grubs in his moth- 
Don't be skittish about 
using Freckles, but make sure the “ser- 


er’s jump suit. 


vice” is worth the price. 








BOOKER. А Garnesian by genetic exper- 
imentation, Booker takes bets on the 
upcoming race, Booker is rough, but a 
fair business man. Beat him at his game 
and you'll have more Credits to spend on 
the next race. Lose and you'll have noth- 
Booker will only take 


one bet from you per race. 


ing to show for it. 





ACK MARKET 


TEETH. Teeth is the local black market 
arms dealer and a Borglum expatriate. He 
has the knack for getting the latest tech- 
nology long before it’s available on the 
open market. While you're likely to get 
hardware from him before your competi- 
tion, expect to pay a steep premium for the 


advantage. 





KALEE. A newcomer to the scene, Kalee 
has quickly worked herself into the highly 
lucrative position of informant. At times 
she seems strangely out of place and a bit 
mysterious. Kalee’s information may or 
may not prove useful. There are those 


who avoid her altogether. 








— 5 


Г. five most powerful empires in the galaxy are represented as five teams in the 
CyberRace. Each team is allowed to enter 3 sleds in a race. The teams are as follows: 


Team Terran. Though you are but one of three Terran pilots. your results are the only 
ones that count. Banking on your innate talent, the Terran regime has put all of its 
hopes behind you in a “lone cowboy” strategy. 


Team Alemaeon. Technically, Terran “Allies.” but don’t let the term fool you. The 


Alemaeons will leave you choking on turbo vapor if you give them the chance. 


Team Cerebun. Nonaligned, these pilots dislike both the Kaladasian and Terran 
Empires. As such, their behavior from race to race is less predictable, making them 
dangerous. 


Team Drum. Allies of the Kaladasians, the Drum share the Kaladasian’s tenacity and 
viciousness, if not their innate skill. The Drum will always gun for you, so watch them. 


Team Kaladasian. Lead by Mugyor, the Kaladasians are tough to beat. They've got 
the latest hardware and are raised in a culture where dominance and aggression are 
prized. 





PLAYING CYBER RACE 


USING THE MANUAL 






NOTE: Your CyberRace package came with a Quick Reference Card that details all the specific 
control actions needed to operate the game with your hardware. Keep the Quick Reference Card 
handy as you read this manual and as you play CyberRace. 









As you proceed through the following pages, you will become acquainted in more detail 
with the world of CyberRace and learn how to interact with it. You will come across sen- 
tences like the following: 


“When you are ready to exit the CyberRace Post Screen, 


PRESS [NEXT SCREEN] to advance to the next portion of the game.” 


Words surrounded by [BRACKETS] indicate the name of the action or an area on the 
screen and are preceded by a boldface word indicating the KIND of action you need to take. 


In another example, you may be instructed to SELECT [VARIOUS AREAS] of the screen. 


Simply look up the appropriate [BRACKETED] word in the Quick Reference Сага, 
and you will find specific instructions for your machine. 


CONTROL MENU 


At any time in the game you may access the Control Menu. The Control Menu allows you to 
load and save games as well as adjust the various settings available, such as sound effeets 
and landscape detail. Refer to the Quick Reference Card for Control Menu options. 


PLAYING CYBER RACE 


The Strategy Options portion takes place in the CyberRace Cantina. You interact with 
the Black Market characters (see preceding pages) to acquire information, hardware. 


special services and gamble on the race. 


To begin the process. SELECT the [CHARACTER] with whom you wish to talk and 
PRESS the [ACTION] key. A dialogue ensues between Shaw and the character. 


In the dialogue you may choose between two and four selections. SELECT your 


[RESPONSE]. then PRESS the [ACTION] key. Your selection is complete. 





Your inventory is then updated and the Credits are deducted from your account. If you 
don’t have enough Credits for the option you've selected, you will be told so. When you 
are ready to leave Strategy Options and the Cantina, SELECT the [DOOR] behind the 
bar in the upper left part of the Cantina sereen and PRESS the [ACTION] key to exit. 
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EQUIPMENT OPTIONS 


\fter exiting the Cantina, you find yourself in the garage with Nardo who will tell you 
the status of your sled. He will give you the nasty details and then hand you an ејес- 
tronic Tablet. This “Tablet” is an information and ordering system issued to all 


CyberRace combatants. 


At the top of the Tablet screen will appear tips and notes about the upcoming race con- 
ditions from Nardo. When you are through reading the displayed text, scroll down 
through the Tablet to reveal additional text by PRESSING the [DOWN] key. 
PRESSING [UP] will move you back up through the screen. PRESS the [ACTION] 
key when you're through reading Nardo’s notes, and the Tablet will change to 
Equipment Options mode. 


If the sled sustained any damage outside of the race (saboteurs will work for anyone!), 
you will be given the option to repair the damage. Make your choice, SELECT [YES] or 
[NO], and then PRESS the [ACTION] key. Your sled will still fly if it’s been sabotaged, 


but it won't fly well. 


After this. each subsequent screen shows one piece of hardware related to the race. For 
each item, you will be given choices. You may purchase the item if you do not have it 
installed on your sled. If the item is already mounted on your sled, you may purchase 
more of that item with certain restrictions. You also have the option of removing any 


item from your sled if you decide to change your racing strategy. The “removal” option 
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will only appear if you select [NO] when asked to purchase an item you already possess. 
Hardware that you choose to remove must be repurchased later on if you decide you 


want it back. There are no reimbursements for equipment removed. 


Weapons that are damaged during combat are automatically jettisoned to reduce weight. 
so you may have to repurchase items you thought you һаа! Ammo and charges are lim- 
ited to the maximum allowable for a given weapon - buying more than the limit is pro- 
hibited. 


For each screen in the Tablet, when purchasing or removing items, SELECT [YES] or 
[NO] and PRESS the [ACTION] key. If the item doesn’t interest you or you want to 
move on, simply scroll farther down by PRESSING the [DOWN] key. You can always 


return to this screen by scrolling back up to it through the list. 
Choose carefully. Keep in mind that it is very likely you will need to make repairs on 
your next trip to the garage. When you are through with all your choices, PRESS the 


[ESCAPE] key to exit the Tablet and equipment options. 


The Tablet is your last stop before the гасе, so buckle up and get ready for the launch. 
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FLIGHT CONTROLS 
HOW TO FLY 


Naturally, flying your sled is one of the fundamental skills you will need to succeed once 
you are launched. You will also need to be thinking about the race and combat, but for 
now, you'll find that the flight controls of the sled itself are quite straightforward. You 
have five degrees of control over the motion of the sled. They are: 


[ACCELERATE], [RIGHT], [LEFT], [REVERSE/SLOW] and [BRAKE] 
Refer to the Quick Reference Card for the details of flight control for your machine. 


ALTITUDE CONTROL 

Recently the Alemaeons replaced the manual altitude control, common in all sleds, with 
automated altitude control. These automated fly-by-wire servos maximize the ground 
hugging capabilities of the sled while allowing the pilot to concentrate on the remaining 


degrees of motion and combat action. 


After а series of stunning successes at the track by the Alemaeons, the other teams fol- 

lowed suit. All sleds are now equipped with AAS (Automated Altitude Servos) so the 
Тир] 

pilot need not concern himself with altitude control. 








ING 
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THE RACE 
BASIC STRATEGY 


After the launch you will find yourself on the course. Accelerate! As the landscape 








unfolds beneath you, you will notice brightly colored “pylons” rising up from the ground 





which mark the boundaries of the race course. The “pylons” aren’t real structures, but 
holographic displays projected onto your view screen. 


In CyberRace, you accumulate Credits as long as you stay on the course (between the 
pylons). These are called Course Time Credits. You will also receive Placement 
Bonus Credits at the end of the race depending upon how well you did. There is a set 
number of laps for each race. Obviously, winning the race is the surest way to rack up 
Credits. 


CyberRace requires you to have the level head of a combat pilot and the focus of a 
champion jockey. The key to the race is to find the successful blend between these two 
sometimes contradictory objectives - crossing the finish line first and incinerating the 
guy next to you. 

The solution is to prioritize. And in this competition, the emphasis is on racing. As a 
general rule, you should only concentrate on combat when doing so gives you a clear 
chance of improving your position on the track. Don’t go on a killing spree while others 
pass you Бу. 


PLAYING CYBER RACE 


Finally. the race ends whenever the first sled completes the required number of laps, and 
at that point, the CyberRace Post Screen appears. Your placement on the Post Screen 
will be determined by the number of laps you raced. If two sleds have completed the 
same number of laps, the placement is according to the order in which they crossed the 
start/finish line. 


LEAVING THE TRACK 

You should only leave the boundaries of the course as a last resort, to protect yourself 
from an incoming missile, for example, or when it’s critical that you “head someone off 
at the pass” by cutting across non-track territory. As soon as you leave the course, you 


stop accumulating Course Time Credits. 


Be prepared for any eventuality - rules can change... 


COMBAT 
GROUND RULES 


The easiest way to learn about combat is to learn about the functions of the cockpit. A 
good pilot knows what is happening in and around his or her craft. Read carefully 
through the following section to learn how to read the indicators and how to fire on that 


pesky sled that’s between you and the finish line. 
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1. Shield Strength 
2. Sled Damage 

3. Radar 

4. Power Depletion 
5. Track Finder 


. Enemy Lock 
apons Display Schematic 





get Lock 

. Status Monitor 

0. Ammo Inventory & 
Weapon damage 


COCKPIT INDICATORS AND ACTUATORS 


11. Weapon Launcher Display 





12. G.A.S. Indicator 


13. Auto Pilot Indicator 





14. Holographic Projector 


Indicator 


1. Shield Strength. Three concentric red rectangles reveal your cumulative 
strength, including any armor you have acquired. Progressive hits by enemy fire will 


“peel away” at your shields, represented by a decreasing number of rectangles. 


shield 
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2. Sled Damage. Incorporated into the Shield Strength display, sled damage occurs 
when the shield strength is gone. Sled damage appears as concentric red circles indicat- 
: Е ge ар 


ing the area on the sled where damage occurred. 


З. Radar. This gives you a simple 2-D overhead tactical view of the other sleds. Your 


sled is always in the center, facing up, and the other sleds’ positions are indicated rela- 


tive to yours. Objects that appear within the “V” 


windshield. Sleds will appear as follows: 


TEAM SLED 
Terran 
Alemaeon 
Cerebun 
Drum 


Kaladasian 


All Missiles 


COLOR 
Aquamarine 
Yellow 
White & red 
Red 

Black & blue 


are in your field of view through the 


RADAR INDICATOR COLOR 
Light Blue 

Yellow 

White 

Red 

Blue 


Green 


4. Power Depletion. This vertical scale displays the amount of energy available in the 
sled’s electric cells. All offensive weapons draw energy from these cells, which are con- 


stantly being recharged. Drain them, and you'll have to wait while they recharge. 


5. Track Finder. This indicator directs you back to the track if you veered off and lost 





PLAYING CYBER RA 


your way. Relative left/right position of a glowing dot indicates the direction you should 
take to get back to the track. Should you re-enter the track in the wrong direction 
(facing oncoming sleds), the dot will remain left or right of center until you are 
heading in the correct direction on the track. The Holographic Pylons won't 
appear on your windshield when you are headed in the wrong direction. 


6. Enemy Lock. This light indicates an enemy sled has locked onto your sled. This 


indicator is a good way to know when leaving the track might be in order... pronto! 


7. Weapons Display Schematic. This displays a schematic of your currently selected 
weapon. USE [NEXT WEAPON] or USE [PREVIOUS WEAPON] to scroll through 
your available arsenal. Whatever is in this screen is the selected weapon and the next 
weapon that will fire. PUSH [FIRE] to fire the selected weapon or to activate/deacti- 


vate the selected weapon. 


8. Target Lock. A red light here signals target lock. If a “smart” weapon (See 
Weapons Description. page 27) is currently selected, no cross hairs will appear. A red 
rectangle will appear superimposed over your prey on the view screen. Your sled will 
auto-select the closest target. You may select another enemy by PRESSING [TAR- 
GET]. The targeted sled will stay locked as long as it remains within range. WARN- 
ING! This system will lock on to teammates. so pay attention. 


NOTE: Active target lock (the red rectangle) only works when a “smart” weapon is 
selected. If a “dumb” fire weapon is selected, you will see CROSS HAIRS, like old 
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fashioned “sights,” which indicate the straight trajectory of the weapon. 





9, Status Monitor. USE [FUNCTION] keys to display accessible screens or views: 


Engagement Screen Shows “snapshot” of currently locked target 
and name of Driver. (Not selected. View 
appears whenever a target is locked using a 
smart weapon.) 

Information Screen Gives text display of laps raced, current 
place in race and the number of pylons you 
are behind or ahead of the next driver in 
sequence. For example, if you are in fourth 
place, it displays the number of pylons you 
are behind the third place driver. 


Rear View | video“rear view mirror” display. 
Left View Provides tactical viewing left. 
Right View Provides tactical viewing right. 
Missile View Shows missile’s “view” as it 


closes in on target. (Not selected. View 


ile is fired.) 





appears whenever а smart mis 


10. Ammo Inventory & Weapon Damage. Displays the amount of ammo or number 
of remaining shots for the currently selected weapon. A green background on the screen 
indicates the weapon/system is functional: a red background means it is damaged from 
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enemy fire and the ammo is damaged as well. A blank, green screen indicates the cur- 
rent weapon has unlimited use or that ammo count is not applicable. You won't know a 
weapon is damaged until you pull it up on screen, so cycle through periodically. 


11. Weapon Launcher Display. When this light is on, your currently selected weapon 
is ready to fire. If it is off, the weapon is recharging, reloading or out of commission. 





12. Guided Attack System (“G.A.S.”) Indicator. A white “G” against a green field indicates 
Ше “G.A.S.” option is currently activated. То activate G.A.S. you must select it in the 


Weapons Display Schematic, then PRESS [ACTIVATE]. To deactivate it, repeat this process. 


13. Auto Pilot Indicator. А white “A” against a red background indicates the auto pilot 
option is currently activated. To activate AUTO PILOT you must select it in the Weapons 


Display Schematic, then PRESS [ACTIVATE]. To deactivate it, repeat this process. 


14. Holographic Projector Indicator. A white “Н” on a yellow background indicates 
the Holographic Projector option is currently activated. То activate the Holographic 
Projector you must select it in the Weapons Display Schematic, then PRESS [ACTI- 
VATE]. To deactivate it, repeat this process. 


CAMERA VIEWS 

Aside from the standard cockpit views, the player is afforded additional views of the 
CyberRace from outside of Shaw’s sled. Refer to the Quick Reference Card to access 
these views. Some of these views will prove useful, some are just for fun. 
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WEAPONS & DEFENSES DESCRIPTION 


A wide selection of weapons and armor will be made available as you proceed through 
the game. Some will have a limited amount of ammo or charges, requiring repeat pur- 
chases. Some will use a lot of energy, others less. The best way to learn about them is 
to try each one out. The following inventory will give you a brief introduction. 

NOTE: “Smart” weapons home in on their targets, adjusting trajectory as needed. 
“Dumb” fire weapons shoot straight like bullets. 


NAME RELIABILITY AMMO 
Standard Laser Excellent Unlimited 
Standard issue dumb fire pulsed laser. Mostly ineffective against heavy armor. 


Pop Gun Missiles Excellent 20 Missiles 
A smart fire missile that is common for beginners. A good value. 


Stinger Static Beams Excellent 6 Charges 
A Smart static charge beam that is good at disrupting the enemy sled’s electronics. 


Light Armor Skins Excellent One Race Only 
A plasteel polymer shield applied before a race, improves survivability. 


Spike Mines Excellent 7 Mines 
Drop these levitating babies behind you and slow the competition way down! No need to aim 
them, just drop and со. 


Juice Hyperfuel Excellent One Race Only 
Increases your speed, but is highly volatile. so avoid getting hit. 
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Borglum Armor Excellent Good Until Destroyed 
Heavy armor that will keep you safe but slow you down. You make the call. 


Ulnasic Flares Fair 1 Charge 
Dumb missiles which work by melting opponent’s armor, usually destroying the sled. 


Holographic Projector Poor Good Until Destroyed 
A clever device which makes your sled appear in two places at the same time. 


Blinder Fair Unlimited 
Smart fire “EMP” flares blind the electronic systems of your enemy. 


Big Bang Pulsar Excellent Unlimited 
A small, dumb version of the graviton beam which “ended the war.” 


Bullet Ray Gun Fair 8 Projectiles 
Deadly smart projectiles will take out prey. Useless against deflectors. 


Shark Skin Excellent One Race Only 


Applied to the surface of a sled. Reduces friction... increases speed! 


Auto Pilot Excellent Good Until Destroyed 
Keeps a sled between the pylons at optimal speed while you fight! 


Guided Attack System Excellent Good Until Destroyed 
Completely automated attack/flight control... enjoy the show! 


Aucan Deflector Excellent Good Until Destroyed 
The best armor out there, keeps the missiles away without adding a lot of weight. 





THE GENIUS OF SYD MEAD 


5. Меа4 5 futuristic creations have dazzled science fiction film audiences for 
decades. He designed the look of 21st Century Los Angeles for Ridley Scott's Blade 
Runner. Mead also created the memorable light cycle racing sequence in Tron and ful- 
filled the visions of Gene Roddenberry in Star Trek: The Motion Picture. 


Today he is sought after to bring his evocative designs to projects ranging from television 


and feature films to the latest in interactive entertainment and futuristic environments. 


А Syd Mead illustration was the inspiration for CyberRace. and Mead’s background in 

transportation and vehicle design made his contributions all the more exciting and origi- 

nal. Mead’s collaboration on CyberRace is another example of Cyberdreams’ commit- 

ment to bringing acclaimed talent to game playing fans of interactive entertainment 
around the world. 





TECHNICAL ASSISTANCE 


TECHNICAL SUPPORT 

Cyberdreams is as committed to customer satisfaction as we are to quality products. If you are experi- 
encing difficulty with CyberRace and are a registered user, vou may call technical support for assis- 
tance. In the US. call (818) 348-4500. In Europe. call the UK at (071) 372 4307. Follow the voice 
mail system instructions. A technician will either help you immediately or return your call during nor- 
mal business hours. | 


ON-LINE SUPPORT VIA COMPUSERVE 

For on-line support of CyberRace via CompuServe, call 800-524-3388 and ask for representative 
#503 to get your free introductory membership and $15 usage credit. If you are already a member of 
CompuServe, type the command GO GAM МА В at any ! prompt to get to the Cyberdreams support 
area (Section/Library 5). or contact our technical support department at ID#72002.120. 


WHAT 15 COMPUSERVE? 

CompuServe is the world’s largest international network of personal computer users (over 1.3 million 
бере world wide) and has over 1.700 products and services to choose from. You can talk directly 
to software publishers. download free software. and get the latest news and sports of interest with a 
personal clipping service. Check out the weather forecast with Accu Weather maps. Plan, schedule 
and book your own flights: do your own research with an online encyclopedia, and look at the latest 
up-to-the-minute stock reports. Utilize international electronic mail capabilities. software support and 
much. much more. 


CYBERDREAMS, INC. CYBERDREAMS, UK LTD. 
21243 Ventura Boulevard, Suite 230 or 9A Canfield Place 
Woodland Hills. California 91364 London, NWO ЗВТ 
Telephone: (818) 348-4500 Telephone: (071) 328 3207 


COPYRIGHT AND TRADEMARKS 

The enclosed software product and this manual are copyrighted and all rights are reserved by 
CYBERDREAMS, INC. No part of this manual or any of the accompanying materials may be 
copied. reproduced or translated in any form or medium without prior written consent of 
CYBERDREAMS. INC. ТМ and copyright 1993 CYBERDREAMS, INC. CyberRace, CYBER RACE and 
Cyberdreams are trademarks of CYBERDREAMS, INC. All audio, visuals and programming copyright 
1993 CYBERDREAMS. INC. Cover illustration copyright 1992 Oblagon, Inc. (Syd Mead). All rights reserved. 





LIMITED WARRANTY 


LIMITED WARRANTY. CYBERDREAMS, INC. warrants to the original consumer purchaser that the diskettes or 
CD-ROM furnished in this product (hereinafter, “Software”) will be from defects in materials and workmanship 
under normal use for a period of ninety (90) days from the date of purchase (as evidenced by the receipt of purchase). 









CONSUMER REMEDIES. CYBERDREAMS, INC.’s entire liability and the original consumer purchaser's exclusive 
remedy shall be, at CYBERDREAMS., ІС. option, r or replacement of the Software that does not meet 
CYBERDREAMS. ІМС. Limited Warranty and which is returned to CYBERDREAMS, INC, with a copy of the 
receipt of purchase. This Limited Warranty is void if failure of the Software has resulted from accident. abuse or mis- 
application. Any replacement Software will be warranted for the remainder of the original warranty period or 30 
days. whichever is longer. 





PRODUCT IS SOLD “Аб. THE SOFTWARE, DISKETTES OR CD-ROM. DOCUMENTATION AND OTHER 
ITEMS ARE PROVIDED ° -7 THERE IS NO WARRANTY OF MERCHANTABILITY, NO WARRANTY OF 
FITNESS FOR А PARTICUL AR USE, END. NO OTHER WARRANTY OF ANY KIND. EITHE £ 
IMPLIED REGARDING 5 ў DISKETTES OR CD-ROM. OR DOCUME 
EXPRESSLY PROVIDED IN THE PRE DING PARAGRAPHS, THE ENTIRE RISK AS TO THE USE. 
AND PERFORMANCE OF THE SOFTWARE, DISKETTES OR CD-ROM. AND DOCUMENTATION IS ASSL ME р 
BY THE CONSUMER. 












CONSEQUENTIAL DAMAGES. IN NO EVENT SHALL CYBERDREAMS, INC, OR ITS SUPPLIERS BE LIABLE 
TO THE CONSUMER OR ANY THIRD PARTY FOR ANY CONSEQUENTIAL, SPECIAL OR INDIRECT DAMAGES 
RESULTING FROM POSSESSION, USE OR MALFUNCTION OF THIS PRODUCT, INCLUDING WITHOUT LIMI- 
TATION. DAMAGE TO PROPERTY AND, TO THE EXTENT PERMITTED BY LAW, DAMAGES FOR PERSONAL 
INJURY. EVEN IF CYBERDREAMS, INC. HAS BEEN ADVISED OF THE POSSIBILITY OF ANY SUCH DAMAGE 
OR LOSS. SOME STATES DO NOT ALLOW LIMITATIONS ON THE DURATION OF IMPLIED WARRANTIES 
AND/OR THE EXCLUSION OR LIMITATION OF INCIDENTAL OR CONSEQUENTIAL DAMAGES, AND THUS 
THE PRECEDING LIMITATION AND/OR EXCLUSIONS AND LIMITATIONS MAY NOT APPLY. 



















LEGAL RIGHTS. THIS WARRANTY GIVES YOU SPECIFIC LEGAL RIGHTS, AND YOU MAY HAVE OTHER 
RIGHTS DEPENDING ON THE LAWS IN YOUR STATE. YOU AGREE THAT THE LIABILITY OF CYBER- 
DREAMS. INC. ARISING OUT OF ANY KIND OF LEGAL CLAIM (WHETHER IN CONTRACT, TORT, OR OTH- 
ERWISE) WILL NOT EXCEED THE AMOUNT YOU ORIGINALLY PAID FOR THE USE OF THIS PRODUCT. 












NOTICE. CYBERDREAMS, INC. RESERVES THE RIGHT TO MAKE IMPROVEMENTS IN THE PRODUCT 
DESCRIBED IN THIS MANUAL AT ANY TIME AND WITHOUT NOTICE. 














The enclosed software product and this manual are copyrighted and all rights are reserved by CYBERDREAMS, INC. Мо part 
of any accompanying materials may be copied, reproduced or translated in any form or medium without prior written consent 
of CYBERDREAMS, INC. TM and copyright 1993 CYBERDREAMS, INC. CyberRace and Cyberdreams are trademarks of \ 
CYBERDREAMS, INC. All other trademarked products аге the trademarks of their respective companies. Cover illustration 
copyright 1992 Oblagon, Inc. (Syd Mead). All rights reserved. ‘ | 





